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SAME OVERVIEW 

HELLCAT ACE is gaae which challenges your nerve, flying skill, and knowledge of air 
to air coabat tactics. You fly your World War II plane against a coaputer 
controlled airplane(s) in one of fourteen different scenarios. Your goal is to 
coaplete five aissions and becoae an ACE ! 



REQUIRED ACCESSORIES 
40K RAH 

ATARI 810 Disk Drive 

ATARI BASIC Language Cartridge 

Two ATARI Joystick Controllers 



L0AD1N6 THE 6AHE 

1. Turn on your disk drive and insert the gaae diskette. Place the ATARI BASIC 
language cartridge in the coaputer. 

2. Power up your coaputer and turn on your video screen. The gaae will load and 
begin autoaatically after about one ainute. Leave the gaae disk in the disk drive 
until the first gaae has been played. 



6AHE OPTIONS 

The first screen allows you to indicate the nuaber of players and to select the 
desired gaae scenario. This screen displays the gaae title followed by a list of 
the scenarios available. See the "SCENARIOS* section for a description of each 
scenario. Scenario 1 is recoaaended for beginners. Press the SELECT key until the 
desired nuaber of players appears at the bottoa of the screen. Up to four players 
aay play. Then type the nuaber corresponding to the scenario with which you wish to 
start, it is not necessary to press RETURN. 

The next screen suaaarizes your aission in this scenario, indicates the scores and 
victories accuaulated so far (if any), and allows you to select the difficulty level 
and nuaber of opposing aircraft (1 or 2). Difficulty level 0 is the easiest, Level 
3 is the aost difficult. Use the OPTION key to aake the difficulty selection and 
the SELECT key to select the nuaber of planes. To skip this scenario, press OPTION 
and SELECT together. In aulti-player gaaes the player whose turn is next is 
indicated on the "YOUR MISSION" line. 

Press START when you are ready to begin. In about five seconds the gaae will 
coaaence. There will be a brief delay at the beginning of the first gaae round as 
the disk is verified. After this is coapleted you aay reaove the gaae disk. To 
PAUSE the gaae press the space bar once. When you are ready to resuae, press the 
space bar again. 



THE BAKE DISPLAY 



Your instruaent panel at the bottoa of the screen provides you with the folloHing 
intonation: 

MIRROR It your opponent is behind you he Hill generally appear in your rear-vien 

airror. This indicates Hhere and hoe tar anay he is. The airror is ot little use 
in the night scenarios. 

SPEED: Your current speed in knots per hour. It your speed drops beloH 120 knots 

you Hill stall and controlling the plane Hill be ditticuit. 

ALTITUDE: Your current altitude in teet. Alloning your altitude to tall belon zero 
Hill result in the iaaediate teraination ot your aission. 

COURSE: The direction in Hhich your plane is tlying, expressed in degrees. Zero 

degrees is due North, 90 degrees is East, 180 degrees is South, and 270 degrees is 
West. 

ANHO: The nuaber ot bursts ot aaaunition reaaining in your guns. 

POWER: Your current throttle setting (0 to 20). Tnenty is aaxiaua poaer. 

The upper portion ot the screen shons the visa out ot your Hindscreen. The object 
in the center ot the screen is your gunsight. The sky and sea are light and dark 
blue respectively. The orientation ot the horizon indicates your current attitude. 
If the horizon is belou your sight you are cliabing. If the horizon is above your 
sioht you are diving. If the horizon is tilted to the right you are banked to the 
left. If the horizon is tilted to the left you are banked to the right. Your 
opponent’s planets) Hill be visible if he is in front of you. 



FLYING YOUR AIRPLANE 

In order to skillfully fly your plane you aust learn to turn, diab. and dive. As 
you becoae aore proficient you Hill find yourself doing loops, rolls, and split-S 
aaneuvres. 

To cause your plane to turn you aust bank (tilt) your plane. Bank is controlled by 
pressing the first joystick to one side or the other. The steeper your plane is 
oanked, the aore rapid the turn Hill be. The aost rapid turn occurs Hhen the 
horizon appears to be vertical. Banking further puts you into an inverted flight 
attitude and reduces the turn rate. 

To cause your plane to diab, pull back on the stick. This pulls the nose of your 
plane up. Your speed Hill generally decrease Hhen cliabing. If you have enough 
speed you can loop or half-loop the plane by pulling back until the horizon appears 
again. 

To dive push the stick fornard. Your speed Hill increase Hhen diving. If your 
plane is steeply banked, it is auch less responsive to the elevator: cliabing and 
diving are aore difficult. This situation often results in a snap roll or spin. 
During a spin your plane Hill gyrate uncontrollably. 

To fire your guns, press the trigger on joystick one. You Hill see your tracers 



through the forward windscreen. Your opponent’s plane will flash red if your 
bullets hit. Your guns fire straight ahead, note the effect of turning or changes 
attitude on the path of the bullets. Your aaaunition is liaited, close range shots 
are recoeeended. Try to lead your opponent’s plane if he is not flying directly 
towards or away froe you. Line up your next shot ieeediately, don’t wait ! 

Joystick two controls your throttle. Pressing it forward increases power, pulling 
it back decreases power. Press the trigger on joystick two if you wish to atteapt 
to bail out. Do not bail out at high speeds or low altitudes. 



COHBAT TACTICS 

Always keep in »ind that this gaee takes place in a three diaensional airspace. Try 
to visualise where your opponent is relative to your plane and what aaneuvre you are 
executing. Note also in wnat direction your opponent is flying. Try to get behind 
hia or cause hia to fly into your sights. 

The scenarios fall into two general categories: those in which your aission is to 
shoot down your opponent, and those in which your aission requires you to avoid 
being shot oown yourself. 

The foraer require aggressive flying. Try to keep your opponent in front of you. 
If he gets behind you, try an laaelaann or split S !a half-roll followed by a 
half-loop). Turning contests are soaetiaes successful against eneay boabers but it 
is usually hard to get a clean shot against a niable Zero fighter. 

If the scenario calls for you to avoid being shot down you are generally flying a 
less aaneuverable boaber. It will be difficult to keep your opponent in front of 
you. Keep your eye on the rear-view airror. If he is close and closing, take 
evasive action iaaediately. A tight turn or deliberate stall are two possibilities. 

Your opponent’s plane also fires straight ahead, so you are in danger when you see 
hia heading towards you. The screen will flash red when you are hit. If your power 
drops to zero you have been severely daaaged. Try to ditch or bail out. 



THE SCENARIOS 

FLYIN6 TIGER August 13, 1940 

You are flying a P40 Toaahawk fighter with Colonel Claire Chennault’s Aaerican 

Volunteer Group (Flying Tigers), contesting the Japanese invasion of China in early 
Will. Ahead of you flies a Japanese aediua boaber returning froa a boabing aission. 
Your guns are loaded and priaed. Shoot hia down. 

PEARL HARBOR Deceaber 7, 1941 

You are flying a Brewster Buffalo fighter on single patrol over the aain Pacific 
fleet anchorage at Pearl Harbor, Hawaii. Suddenly you spot a Japanese Floatplane 

circling Pearf at 10,000. feet reporting vital intoraation to the approaching attack 
wave, if you don’t shoot hia down and disrupt the attack you will be overwhelaed 
when it arrives. 

MAKE ISLAND Deceaber 11, 1941 

You are flying an F4F MildCat fighter. Offshore a Japanese invasion force is 

approaching the beach. You notice a Zero fighter dropping down for a strafing run 

against the Narine defenders. 



CORAL SEA Hay 8, 1942 

The first carrier battle of the war. You are flying a NildCat fighter on coibat air 
patrol over the fleet. You drop down to intercept a bother beginning a low altitude 
torpedo run on the carrier YORKtONN. If he sinks the carrier you will have nowhere 
to land. 

HI DRAY June 4, 1942 

The decisive sea battle of the war. US dive bothers sank four Japanese carriers. 
You are leading a squadron of SBD Dauntless bothers North to the Japanese fleet. 
Fly North and aaintain your altitude while avoiding the Japanese defenders. 

GUADALCANAL Septeeber 3, 1942 

A Japanese Arty fighter takes a surprise early torning strafing run on the Harine 
i ip * j 0 planes are blazing, but your fighter is intact. You run to your 
Wildcat and roar off the runway as he banks for another pass over Henderson Field. 

SANTA CRUZ October 26, 1942 

The carrier LEXINGTON is under heavy attack frot Japanese dive and torpedo bothers. 
Two hits have been scored already and the ’Lady Lex* has slowed and is listing. 
Above you at 12,000 feet a VAL dive bother is preparing to push over into dive. You 
tust act quickly, this hit could be decisive. 

GET YAHAH0T0 April 18, 1943 

Aterican Intelligence has broken the Japanese code and learned that Adtiral Yaaatoto 
has scheduled an inspection visit to the island of Ballale, just within range of the 
P-38 Lightning with drop tanks. You have flown over six hundred tiles. Ahead you 
spot the Adtiral’ s plane. You tust cotplete your tission quickly before his Zero 
escort drops down to intercept. 

HARIANAS June 19. 1944 

The l a st tajor carrier battle of the war. The Japanese launch tassive air strikes 
against the Aterican Task Force supporting the invasion of Saipan in the Harianas. 
I? u ne " Hell Cat fighter, recently introduced as a replaceeent for 

the wildcat. As your second flight drops down to deal with a dive bother souadron 
you engage the Zero escort. 

LEYTE SULF October 24, 1944 

The Japanese launch a desperate naval attack on the Aterican fleet covering the 
Phillipines invasion. While the Aterican carriers are drawn off to the North, the 
Japanese battleships slip through the Surigao Strait to attack the vulnerable 
transports. A group of planes is hastily pulled together and sent to slow the 
battleships. You are flying an old Devestator torpedo bother. Your orders are to 
fly west (Course 270) to the Japanese fleet. Hatch out for the Zeroes. 

IHO JIHA February 24, 1945 

The invBsion of Iwo Jita threatens the Japanese tainland, putting the tajor Japanese 
cities within range of Super Fortess bothers. They respond by sending the best of 
their retaining pilots to oppose the invasion. You are cruising at 10,000 feet when 
you are attacked by a Japanese ace in a new Zero fighter. 

KAHIKAZE Harch 3, 1945 

The inv a sion of Iwo Jita also causes the Japanese to resort to katikaze attacks: 
tilling planes with boabs and explosives and diving into the Aterican carriers. 
This tactic causes severe datage to the Aterican Fleet. You are flying Coabat Air 
Patrol when you are vectored to intercept a rapidly approaching katikaze. 



OKINAWA April 2, 1945 

As the Aaericans invade the island of Okinawa, the Japanese intensify their night 
attacks on the fleet. You are flying a HellCat codified for night cocbat. Ahead 
you spot a Japanese night fighter. 

BAKA April 15, 1944 

The Japanese continue their kaaikaze attack by introducing the 8 Baka\ A swift 
rocket powered bocb dropped froi a boaber and flown to its target. In this final 
aission of the war, you aust shoot down this dangerous weapon before it disables 
you r carrier. 



RESULTS 

The object of the gaae is to accuaulate five (5) victories and becoae and official 
"ACE 8 . 

There can be three results froa a scenario: A VICTORY counts towards your total and 
allows you to continue to the next scenario, NO RESULT allows you to continue but 
does not contribute to your victory total, a LOSS ends the gaae. There are a nuaber 
of ways in which a scenario aay end: 

1. You shoot down your opponent (s) . 

This always counts as a VICTORY. 

2. The tiae licit expires or you fly out of range of your opponent. 

In the MIDWAY and LEYTE GULF scenarios this counts as a victory. In the PEARL 
HARBOR, CORAL SEA, SANTA CRUZ, KAMIKAZE, and BAKA scenarios failing to coaplete your 

aission aeans your base is destroyed - you are captured after a forced landing. 

Thi 5 counts as a LOSS. In all other scenarios this counts as NO RESULT. 

3. You bail out of your plane successfully. 

Press the trigger on joystick two to atteapt to bail out. You have a better chance 
if your speed is low. the results are the saae as 2. above except that you can not 
win the MIDWAY and LEYTE 6ULF scenarios. 

4. You bail out and are captured. 

This always counts as a LOSS. 

5. You ditch your plane in the water. 

You aay ditch your plane by slowly and gently taking it to zero altitude. You will 

be picked up by a friendly subaanne. Results are the saae as 3. 

6. You crash. 

This always counts as a LOSS. 



ADVANCED COMBAT AEROBATICS 

Loop - Build up speed. Pull back on the stick. You will cliab and roll onto your 
back. Keep the stick back as you begin to dive until the horizon reappears again. 
You will be flying level in the saae direction in which you started. Used to get 
behind a plane close on your tail. 

Split S - froa level flight roll until you are flying inverted. Pull back on the 



stick until the horizon dissapears and appears again. Used to reverse direction 
quickly and lose altitude. 

Iaaelaann Turn - Build up speed, then pull back on the stick until you have 
coapleted a half loop and are flying inverted. Non roll until you are level again. 
Used to reverse direction quickly ahile gaining altitude. 



He hope you Mill enjoy this NicroProse gaae. Feel free to send us your coaaents on 
this gaae or suggestions for other gaaes you Mould like to see. HicroProse is 
dedicated to providing you the aost entertaining and challenging coaputer 
siaulations available. 




Experience the 

MicroProse Challenge!!! 



CHOPPER RESCUE 




HELLCAT ACE 



Zip up your flying suit and strap yourself into your sleek assault chopper: 
CHOPPER RESCUE challenges your skill and daring. Pilot your nimble 
craft through the treacherous underground labyrinth. Search out and 
rescue the captives trapped inside. Danger approaches from all sides as 
defenders fire winged missiles and sparkling energy bursts at your fragile 
craft. But you are not defenseless, your explosive tipped rapid-fire 
missiles dart out to blast a path through the dense minefields Thread 
your bomb directly into the heart of their pulsating nuclear furnace. And 
just when you think the path is clear, a swift patrol drone appears from 
behind a ledge, spitting missies as you scramble for a firing position! 
CHOPPER RESCUE features three scenarios, multiple skill levels, and 
competition in solo or team configurations for 1 to 4 players. Immerse 
yourself in the non-stop excitement of CHOPPER RESCUE. You'll keep 
goming back for more! 

Requires ATARI® 32K. Disk . . . $29.95 



HELLCAT ACE is a superbly realistic re-creation of WWII Air-to-Air 
combat in the Pacific using a fully three-dimensional airspace. HELLCAT 
ACE puts you in the fighter cockpit with its unique pilot s eye view. To 
escape and destroy the tenacious enemy fighters. HELLCAT ACE allows 
you a full range of high-performance aerobatics; including loops, stalls, 
rolls, immellman turns, and spins. The fifteen well documented scenarios 
include combat air patrol, night action, and kamikazes — and, if things 
get out of hand, you can bail out or attempt a water landing in your 
damaged fighter! HELLCAT ACE includes multiple skill levels and options 
for up to four players Can you avoid being shot down and win five 
victories to become a HELLCAT ACE? 

Requires ATARI® 40K, Disk . . $29.95 





FLOYD OF THE JUNGLE 

Looking for a fun game you can play with your family and friends? FLOYD 
OF THE JUNGLE is a great game up to four people can play simultane- 
ously! Can you be the first to guide Floyd through the jungle perils to save 
the lovely Janice? It isn’t easy! Floyd must leap the poisonous snakes, 
climb the slippery vines, ride the elephants, and cross the raging rivers. 
FLOYD OF THE JUNGLE includes fully-animated wild animals, music, 
sound effects, and five different multi-color jungle adventures. 
Requires ATARI® 32K. Disk $29.95 



MicroProse Software is dedicated to bringing you games that will challenge you far beyond the first few plays. We promise you hours 
of excitement and pleasure. Our games are created using “MicroProse". our own propriety assembly language gaming system, and 
are available at select computer stores. 



PHONE: (301) 357-4739 



For Fast Delivery by C.O.D., 
MasterCard or Visa ... Or 
Send Check or Money Order . . . 
Please add $2.50 shipping/handling. 
Maryland residents add 5% tax. 



MicroProse Software 
One Caribou Court 
Parkton, Maryland 21120 



Dealer Inquiries Welcome! 



ATARI® is a registered trademark of Atari Inc. 



